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JALECO® USA INC, LIMITED WARRANTY 


Jaleco USA Inc warrants to the orignal purchasor of th dileno пого product that the 
"medium on which this computer program is racordod s reo lom defects in mails and 
workmanship tor a period of ninety (90) days from tho ato of pura. Пн Jaloco 
software program is sold "as s; without express or impli warranty of ary KI, ond 
Jaleco is not liable for any losses or damages ol any kind resulting liom uno of his 
program. Jaleco agrees for a period of ninety (80) days to ether ropa or plato, At іш 


‘option, fee of charge, any Jaleco software product, postage paid, ith prol o! dato of 
purchase, at ts Faclory Sorvice Center. 


‘This warranty ls not арріса to normal wear and tear. This warranty shall not bo. 
applicable and shall bo void ifthe dafect in the Jaleco software product has arisen through. 
abuso, unreasonable use, mistreatment, or neglect. THIS WARRANTY IS IN LIEU OF ALL 
OTHER WARRANTIES AND NO OTHER REPRESENTATIONS OR CLAIMS OF ANY 
NATURE SHALL BE BINDING ON OR OBLIGATE JALECO. ANY IMPLIED 
WARRANTIES APPLICABLE TO THIS SOFTWARE PRODUCT, INCLUDING. 
WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, 
АНЕ LIMITED TO THE NINETY (90) DAY PERIOD DESCRIBED ABOVE. IN NO EVENT 
WILL JALECO BE LIABLE FOR ANY SPECIAL, INCIDENTAL, OR CONSEQUENTIAL 
DAMAGES RESULTING FROM POSSESSION, USE, OR MALFUNCTION OF THIS 
JALECO SOFTWARE PRODUCT. 


‘Some states do not allow limitations as to how long an implied w 
‘oxclusions or limitations of incidental or consequential damag 
‘andor exclusions of ыу may not apply to you. This warranty gives you specific rights, 
und you may also have othar rights which vary rom stato о stala. 
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WHY SHOULD YOU JOIN THE JALECO 
MAJOR PLAYER’S CLUB? 


Here's what you get if you join: 

* WIN FREE GAMES 
You'll be eligible to win free Jaleco games from our 
once-a-month drawings! 

* FIND OUT ABOUT NEW GAMES 
Find out about new Jaleco games before they're 
released! Get in on special Jaleco promotions and 
contests! And more! 

* TEST GAMES BEFORE THEY'RE RELEASED 
Hey, maybe we'll even ask a few of you if you'd 
like to test Jaleco games before they're released! 
You could be selected as a Jaleco Major Player! 


Here's what you get if you don't juin: 

* YOU GET NUTTIN' IF YOU DON'T JOIN! 
‘And there's only one way you can get in on all this 
good stuff — and all it’s going to cost you is a few 
moments of your time and the price of a postage 


Here's how to join: 


* Find the JalecoMajor Player's. 
Membership/Warranty card enclosed in 


this package. 
. Fill in the information requested on the card, 
. Put a stamp on the card, 

Ы Drop the card in the mail. 


That's right, all you gotta do is fill out the card, mail it to 

us, and you're іп! Even if you've joined before, fill out the 

card and send it again. It will inerease your chances of 

winning! Welcome to the club! 5 
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HARDWARE SYSTEM OR GAME PAK. 


INTRODUCTION 


Burke looked up as his first lieutenant stepped into the room. 
"Movement in Sector Ү, Commander.” 
"What is it?" 

“We don't know for sure, but my guess is Eldorian troops. According to the 
latest intelligence reports, two units have recently established an outpost in th 
sector, Our radar has picked up several vehicles headed this way, and they're 
moving fast, ЕТА 15 minutes.” 

Assemble the Battle Council — we need ground and air reconnaissance reports 


ned back in his chair and contemplated the situation, 
werference — a malfunction in the monitoring 
"d been expecting for several 


weeks was on iis way, 


Burke entered the War Room and found the others waiting. “Air reconnaissance?" 

othing sighted yet, sir, However, spy reports suggest that..." 

ye read the latest reports, Ground reconnaissance? 
"The vehicles are now positively dentitied as Eldorian assu craft, heavily 
armed, Current ETA 10 minutes." 
Burke tumed to he Defense Minister. “What’s our status, Jordan?" 
“Shields, radar, and laser turrets all operational. We're as prepared as we'll ever 
be, Sir, I recommend that we dispatch а tank squadron 10 intercept the Eldorins 
immedintely..-and begin evacuating the colonists." 
“How Jong unl the ships are ready for launch?" 

i maybe six minutes 

“Let's doit, Red Alert!" 


As the room cleared, 


se switched on the viewing screen. Five assault craft 
could be seen speeding across the rough terrain of Delta TV, А magnified view 
showed roof-mounted missiles on the top of each стай, Не watched helplessly as 
they ground to a halt, launched their missiles, then quickly tured and disappeared 
in a cloud of dust. Burke switched to radar, wondering if their defenses would 
stand up to this kind of assault... after all the new heat-sccking rockets had never 
been tested in battle. 
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He stared at the radar. As he watched, three ofthe enemy missiles disappeared 
from the screen... ut the other two kept coming. Switching to full sereen view, 
he saw the laser turrets on the outer perimeter open fire. One of the two. 
remaining missiles exploded in mid-air, releasing vast plumes of green smoke 
that slowly blanketed the planet suface in an eerie fog. A moment later, 
Lieutenant Morgan burst into the room. 


"Commander, sensors are ng the presence а deadly bacterial agent.if 
reaches the oxygen processors, i be in the life support system in ten minutes, 
nergency backup. How long do we have? 

ly a few hours, ir, As you may recall we had to divert a large quantity of 
‘our resources last month, und as a result 

He stopped in mid-sentence, his eyes riveted fo the view sereen, As they watched 
in silence, the final missile scored a direct hit on the main power station, It 
collapsed in a pile of rubble, 


өтеп later the Defense Minister returned to the briefing room. 
Fm afraid we can’t track the enemy missiles with any accuracy... they must 
be using some type of cloaking device, Air reconnaissance reports at least four 
more waves of assault vehicles hending this way. Looks like an all-out attack 
what are your orders! 

"Gentlemen, we have very few options left. We can stay and fight, but the odds 
are against us, our technology is simply no match for these weapons, Give the 
Lieutenant — all military personnel are to Join the evacuation 


conference room. ‘The simulation bad been impossible. 
the stort. What had they expected him to do — stay and fight to the end? Go out 
in a blaze of glory? He surveyed the advisory panel sented at the far end of the 
room, So, they were going to evaluate him, were they? Well. they could Ке 
their command post, here must be easier ways to make w living. 


to introduce myself: Iam Sen 
bens of the Colony 


“Good morning, Commander, Allow w 
Colony Project Leuder Cole 


Advisory Panel..." 


id these are he olla 
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He introduced each one in tur, but Burke wasn’t paying much attention. He'd 

ту good at remembering names. He listened vaguely as they 
reviewed the current status of each colony and discussed plans forthe future. 
He'd already decided to leave the service and get a nice easy job in the private 
sector, „maybe start his own business 


never been 


as I was saying, we were all immensely impressed with your performance 
yesterday, Commander. Your administration skills are beyond question, but we 
needed to see how you'd react in a crisis, The Omicron system is on the frontier, 
tind you're likely to meet some heavy resistance, Colonizing ten planets is a tall 
order, but we're confident that you...” 


Burke was brought back to reality with a Jolt as he realized what Coleman was 
saying... hey were offering him the post — leader of the entire Omicron colony 
project! 

a Wha do you 


Commander? Are you up (o the challenge?” 
When do I leave?" 


Burke didn't hesitate for a minute 


OBJECT OF THE 
GAME 


perfect society, free from crime, hunger, 
disease, even boredom? Impossible as 
it sou 
to make that dream a reality 
Utopia. ie blend of colony 
lation and all-out adventure, 
There's everything you'd expect in a true simulation — а full, rich environment 
complete with building construction, trade, population control, research, 
manufacturing, and a myriad of other elements. But Utopia takes the genre one 
sep better, with an outer space setting and a whole new dimension,..war, After 
all, what civilization would be complete without it? 


is you're about to get the chance 


‘The Planets 
As Colony Leader, you're given the opportunity to establish settlements on ten 


different planets. Each planet has its own 
unique terrain. Some are nothing but. 
desert with scattered outcroppings of rock 
and patches of dense space moss. Others 
feature lush green forests and vast 
expanses of bright blue water, You'll 
‘encounter everything from arctic tundra 
and fiery lava flows to bottomless 
crevasses and sulphurous lakes. 


‘h landscape will restrict the layout of your colony, but. 
should also provide you with clues as to the likely direction of an enemy attack. 
the map carefülly before you begin building. You can move on to а new 
any lime you wish, but don’t be too hasty to abandon an existing co 

the field is invaluable... especially as each scenario is a little more 
difficult than the lx 


Tho Alicns. 
Each planet supports its own hostile alien race, whose colony і located out of 
map range on the far side of the planet. Tt seems that the aliens have plans for 
‘expansion, оо, and they're none too pleased to find you setting up shop in the 
same sector, In fact, once they realize what you're up to they can get downright 
пачу, „хо be prepared to defend yourself and your colony before long. With the 
proper funding, your spies ean provide you with invaluable information about the 
aliens Features, habits, military strength, and plans for attack. 


You begin each venture with a small nucleus colony, including a population of 
100 eager, enthusiastic setters. You literally build your colony from the ground. 
up. constructing living quarters, life support systems, hospitals, hydroponic food 
production domes, laborataries..maybe even a sports stadium or two. The 
Federation kindly supports you for the first few years, but when the Colony Grant 
runs out, you're on your own, ‘Taxes bring in moncy, as does trade in supplies 
and raw materials, You are responsible for managing both of these variables. 


With the threat of an alien attack imminent, one of your first concerns should be 


the defense of your colony. You have immediate access о a number of weapons, 
including Inser torets and missile launchers, Place radar installations on the. 
perimeter of the colony to scan for enemy craft. The construction of tanks and 
spaceships requires а little more planning, but is well worth the effort. These 
units will give you the fire power and flexibility you need to defeat the invading 
forces...or even launch a strike of your own. 


А sophisticated map and radar facili 


gives you instant access to detalled plans 
of the surrounding area. Use this screen to survey your forces and gauge the 
strength of an enemy attack, Тһе map screen also indicates the location of 
valuable fuel and ore deposits hidden beneath the planet's surface — eventually. 
Both of these resources are necessary if you plan to maintain a well-armed 
colony. Another crucial factor in the development of your colony is research 

be sure to supply enough money for both Military and Civilian grants. Doing so 
will ensure that your scientists are able to invent powerful new weapons and 
other devices that can make life easier for you and your colonists. 


If al this seems a іше daunting, don't be discouraged... you'te not in it alone, 
“The Federation has provided you with a team of six expert advisors, who keop. 
you informed about day-to-day affairs and let you know when a problem 
‘develops. Their counsel chambers are open except when you have an energy 
shortage or if your Command Center is destroyed, and they provide а wealth of 
ormalion about your growing colony and its people, 


The Mission 

Your ultimate goal is to make the people happy — specifically, to raise their 
quality of life to the highest possible level, To reach this goal, you should avoid 
the obvious problems: crowded living quarters, insufficient food or air supplies, 
a high crime rate. Shore up your defenses carly, and be sure to maintain а strong 
military presense — defeat in battle can have a drastic effect on your colonists. 
Boost their morale by holding sports events, building more hospitals, lowering 
taxes, and controlling pollution. Will they ever be 100% satisfied? Probably not, 
bul don’t let that keep you from trying. Your efforts won't go unnoticed, 


‘When you've had enough for one day, just save the game. You'll be able to pick 
things up again next time, right where you left ӨП. Utopia is an open-ended 


game, which means you can play it forever. long as you don’t ве assassinated, 
Wiped out by a virus, or destroyed by aliens, Hey, no one said this was going to be 
a tolily risk-free venture, Bul if you've always wanted to be Commander-in- 
Chief and call the shots, now's your ehance,..with not one, but ten unique. 
scenarios, I's the challenge of a lifetime — the creation of a society where 

everyone is happy, healthy, safe, and secure. In other words, a true Utopia. ho 
could ask for more? 


GETTING STARTED 
1. Place the Uropia Game Pak into your Super Nintendo. 
Entertainment System® and turn on the unit. 
2. When the tile screen appears, press any button а begin. 


Game Options 
“The frst game panel displays three options. Use the C 
option, then press the Y Button to select that option, 


trol Pad to highlight an 


MUSIC ONIOEE 


Torn the music on or off 


START NEW GAME. 

Choose this option to display a sereen showing the names of the 10 ачи 
Planets plus a Practice mode, Each planet has ts own unique emn and supports a 
fien alien race. You may select any planet that you wish. However, since the 
Scenarios are ranked in order of dificult, we recommend that you begin atthe op 
and work your way down. If you choose Practice mode, you wl be placed on he 
finst planet (Rhendor TV) without an allen rc. To cose an option, use Ше 
Contol Pad to highligh that option and press he Y Button. Your options ar: 


Plants Aliens 
PRACTICE, зан „NONE 
RHENDOR IV ~ , ELDORIANS 
ALPHA CETI. VROARSCANS 
VEGA ILL. SOOMANIIS 
ASTORIA Ths KAL-KRIKEN 
BENEZAR IV. ssn CATALYTES 


Page 10 


ANTARES HL... s SQUIZ-QUUY 
RUKBAT IIL scs PASCALENES. 
BETA ZAN Il... TILIKANTRUA 
MERAK VI... k УАМАСАМСІА 
GAMMA LUCRA. s LUCRATIANS. 

CONTINUE 


You may save a single gume өп your Super NES?" Utopia Game Pak. Highlight. 
{his option and press the Y Button to continue the saved game, 


CONTROLS 
Left Button Right Button 


X Button 


^ Button 
В Button 


Control Pad 


Select Button Y Button 
Start Button 


Main Sereen 

Control Pad Move Up, Down. Left, or Right to view the 
inhabitable portion of planet surface 

A Button Carry out the selected action 

B Button Switch cursor eontrol between Planet View 
area and Icon Selection area 

X Button. Switch cursor mode on Planet View 
Construct, Demolish, Information) 

Y Button. Reposition Marker on Planet View 


Оп other screens, you will generally use the A Button to select an action and the 


B Button to exit the screen. Specific controls for each sereen are provided in the 
corresponding sections of this manual. 


‘Mouse Controls 


"Title Screen. 


‘Main Screen 


Pause 


Spy Screen. 


Map Sereen 


On the Title Sereen, click either button to begin the game, 
"To select an option from the first panel that appears, position 
the cursor over the option and click either button, 


On the Main Sereen, the Hand cursor appears on the Planet 
View us well as over the Icon Selection area, On the Planet 
View, move the Hand to move the Hashing cursor around 
the planet surface. Click the right mouse button to change 
the icon mode, from Build Mode to Information Mode to 
Demolish Mode 


Click the Je mouse button to carry out the selected action. 
Use the arrows in the lower right corner of the screen to 
scroll the planet surface, Position the Hand cursor over the 
direction you wish to scroll and click eller button, ‘To 
select one ofthe icons at the bottom of the screen, position 
‘the Hand cursor over an con and click either button. 


(ZZZ) and 


Position the Hand cursor over the Pause icon 
click either buton. 


Click the left button to view additional pages, and click the 
right button to view additional reports, Position the cursor 
‘over the X icon nnd click ether button to return to the Main 
Sereen. 


Click the loft button to change the sereen mode, Click thë 
right button to return to the Main S 


Position the Hand cursor over a building, then click either 
button to select that building and return to the Main Sereen, 


Advisors 
Sereet 


Finance 
Screen 


ime Options 


Position 
Marker 


Deploy a 
"Tank 


Position the Hand cursor over an advisor, then еек the left 
button to select that advisor and display the first information 
panel. Click the let button to display the next information 
panel, or click the right buton to exit the panels. Click the 
right button again to return to the Main Screen, 


Position the Hand cursor over the number you want to 
change. Click the right bution to increase Ihe amount, 
‘or click the eft button to decrease it, To continue to the 
next pancl, position the cursor over the X icon and 

he eft button, Position the cursor over the X 
icon and click the right button to return to the Main 
Screen, 


Position the cursor over an option, then click either bution 
to select that option, Position the cursor over the X icon 
and click either button to return to the Mai 


Move the Hand cursor over the Planet View and click 

the right mouse button until the Question Mark cursor 
appears. Position the Question Mark aver the new location 
for the Marker, then click both buttons nt the same time to 
display the Marker panel, Use the cursor to select a Marker 
number, then click either mouse bulton to move the selected 
Marker to the new locatio 


Position the Question Mark cursor over a tank and doublc- 
click the left mouse button to display the tank information 
panel. To select a marker, position the cursor over a marker 
‘and click either button. То select the number of tanks to 
send to that marker, position the cursor over the (0 in th 
line SEND 00 TANKS TO MARKER. Click the right 
mouse button to increase the number, or click the left mouse 
button to decrease it. Position the cursor over the X icon 
and click either button to deploy the tanks and retur to the 
Main Screen. 


Select a Ship Position the Question Mark cursor over a Ship Yard and 
click the left mouse button to display the ship information 
panel, Selecta ship Шеп click ether button to begin 
construction, 


Deploy a Ship Position the Question Mark cursor over ship and doublc- 
click the eft lay an information panel 
for that ship. ipe the ship's orders, postion the 
cursor aver the ORDERS line and click either button, To 
select a marker, position the cursor over a marker number 
tnd click ether button. То exit the screen and deploy the 
ship, postion the cursor over the X icon and clik either. 
button 


PRACTICE SESSION 


"This short learning guide is designed to give you a feel for the game and allow. 
you to hepin playing Uropia immediately, without reading the rest of the manual, 
During this practice session, you will be given the opportunity to create a small 
colony, accessing many of the major arrying out mox of the 
basie commands and actions (excluding combat), However, you will need to 
read the rest of the game manual to understand the complexities of game play so 
that you may experience the full depth of loi. But now, on tothe colony! 


(идей above, then choose START NEW GAME and 
select a PRACTICE game. You will be placed on the first planet (Rhendor IV), 
but the alien race there is programmed not to attack you — so relax! You hegi 
the practice session with 500,000 credits 

and a Quality of Life factor of 50%, as 
displayed at the top of the sereen. The 
center of the screen shows a 3-D, 
isometric view of a small portion of the 
planet surface, Seven icons are displayed 
beneath the Planet View. You will usc. 
these icons to access other game screens, 
ав described later on, 


Every scenario begins with a small nucleus colony, which contains 100 (150 in a 
Practice game) colonists and all of the basic necessities of le. Your goal is to 
expand this colony in an orderly and productive manner. Use the Control Pad to 
slowly soroll the view so that you can take a ook at the rest of your colony. You 
will see a Launch Pad, your Control Center, a fw Living Quarters, and various 
other structures, Notice he flashing cursor, which appears over the Planet View 
in the shape of 4 Construction Truck, This indicates that the cursor is in Build 
Mode, ‘The two other modes are Information Mode (а Question Mark) and 
Demolish Mode (a Bulldozer), 


Getting Information 
"To find out more about one of the buildings in your colony, you must switch to 
Information Mode, Press the X il the Mashing cursor changes toa 
Question Mark, Next, position the cursor over one of your buildings and press 
the A Button, You will see à small panel describing the building. Press the П. 
utton to exit the panel. Spend a few minntes examining each of the buildings 
іп your colony, Notice that same panels provide more information than others. 


‘Consteuction and Demalition 

Constructing new buildings i a vital pat of Utopla. To learn how to perform 
this task, you will now build more Living Quarters for your colonists. First, 
select Build Mode by pressing the X Hutton until the Construction Truck cursor 
appears on the sereen. Next, press the B Button to display a Hand cursor at the 
bottom of he screen, near the icons. 

Use the Control Pad to select he Build 
icon (the Hard Hat) and press the A 
Button to display the Buildings Sereen: 
As you move the Hand cursor around. 
the screen, the name of the selected 
building appears inthe information 
panel, Select the Living Quarters 
{located in the upper right corner) and 
press the A Dutton to retur to the Mi 
Screen 


Notice that the building you selected now appears in the upper right corner of the 
screen, as a reminder. Press the B Button to return to the Planet View. Next, 
position the Construction Truck cursor over the spot you want to build and press 
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the A Button. Colonists are assigned automaticaly to the construction task and. 
scaffolding should appear at that location. А message will appear an the creen if 
you cannot build because you are too far away from a power source, 

Construction time varies from building to building. ‘The building will appear 
when the time is up. 


To experiment with demolition, vou will now demolish a solar panel (don't 
Worry — it can be easily rebuilt}, Press the X Button until the flashing cursor 
‘on the main display changes to the Bulldozer. Position the cursor over a solar 
panel and press the A Button to demolish it. A pile of rubble will take the place 
‘oF the solar panel, Press the A Button again to remove the rubble 


‘Looking at the Map 

Press the B Button to display the Hand cursor at the bottom of the screen, then 

position the cursor over the Мар icon (the Planet) and press the A Button to 

display the Map Screen. The main display shows all of the planet surface that is 

available Tor colonization, Black areas represent lat terrain on which you may 
uikl, Gray arcas indicate mountains or other landscape features on which you 

may not build 


Your colony appears in the center of the sereen, surrounded by a circle which 
indicates radar coverage. The flashing square corresponds to the area of the 
planet which is displayed in 3-D on the main game screen. А magnified view of 
this area appears in one corner, Use the Control Pad to scroll the Mashing square 
‘round the surface, ‘The numbers on the sereen (1-8) represent m 
tanks and spaceships may be sent 


"The Map Screen shows three different 
aspects of your colony: its buildings, its 
oral resources, and its military 
equipment. Press the X Button to view 
each of these screens in ішті. Notice that 
the color-coded legend at the bottom of 
the screen changes to identify the selected 
elements. When you have finished 
viewing the Map Screen, postion the 
flashing square over your colony and press. 
the B Button to return to the Main Screen. 
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Getting Advi 
As Colony Administrator, you're not alone. 
You have six able advisors who watch over 
aspects of your colony and make. 
tions when approprite,..so pay 
attention! To see what they have to say, 
press the B Button to display the Hand 
cursor at the bottom of the screen, then. 
select фе Advisor icon (the Face) and press 
the A Button to display the Advisors Screen, 


Position the cursor over one of the advisors and press the A Button to display a series 
of information panels, Press tbe B Button to exit the panels at any time. Take a few 

notes to consult with each of your advisors in turn, Don't worry about the time 
the clock stops as long as an information screen or panel is displayed. When you ure 
ready to return to the Main Screen, press the B Button, 


You bave now seen most of the important game elements, Take as Jong as you want in 
practice mode, constructing buildings and experimenting with various other options, 
However, before beginning an actual game we strongly recommend that you read the 
rest of this instrction manual. T contains à wealth of information on many subjects 
not mentioned here, including trade, finance, spying, and ship and tank construction, 


When you feel confident enough to play a real scenario, press the B Button to display 
the Hand cursor, then select the Options icon (the Computer Chip) and press the A 
Button to display the Options Screen. Choose START NEW GAME, then select the 
first planet (Rhendor ГУ) and press the A. 

Button to begin. This scenario is identical 
lo that of the practice scenario...except for 
the aliens, of course, Good luck! 


THE MAIN SCREEN 

The Main Screen contains a three- 
dimensional world view of onc small 
section of the planet you are colonizing. 
along with other important game controls 
and information. 


Planet View 
‘The Planet View shows you a focused area of the planet surface. Using the 
Control Pad, you can serol this view to see more of your colony and the planet. 
You perform three types of activities on the Planet View — the cursor on this 
portion of the screen changes shape to indicate which activity is selected. Press 
The X Button to switch between modes: 


Information Cursor appears as a Question Mark. Allows youto 
Mode. display information panels describing the buildings in 
your colony. 


Build Mode, Cursor appears as a Construction Trick. Allows you to 
place buildings on the planet surface 


Demolish Mode. Cursor appears өз a Bulldozer. Allows you to tear 
down existing buildings and clear away wreckage. 


Information Mode 

Use the Control Pad to position the 
Question Mark over an existing building. 
then press the A Button o display the 
information panel for that building. Press. 
{he A Button again to hide the 
information panel once you have read the 
information. Some information panels 
simply identify the building. Others 

provide additional information. The 
Hospital information pane allows you to change the colony's birth rate. See the 
BUILDINGS section of this manual for more information. 


Build Mode 

Use the Control Pad to move the Truck to the desired location, Remember, you 
must build within 12 squares of a Flux Pod. Press the A Button to begi 
construction of the selected building. Scaffolding will now appear at the location 
fof the cursor. Construction time varies from building to building. The building 
will appear automatically when the construction period is over. Note that you 
тау not build on top of other buildings, scaffolding, wreckage, or a variety of 
terrain features 
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Demolish Mode 

Use the Control Pad to position the Bulldazer over wreckage or an existing 
building, then press the A Button. If you have demolished a building, wreckage 
ow appears at that location. Press the A Button again to remove the wreckage, 


Status 
А status line al the top of the Main Screen shows the following information: 
QOL 0% ERD 50000 OUJAN/2090 


QOL Quality of Life percentage. This begins at 50% and 
increases ar decreases as the game progresses, depending 
on your skill as Colony Leader. 


CRD Available credits (money). You are given 50,000 credits at 
the beginning of the game to spend as you wish, You will 
also receive a small allowance from the Federation every 
month for the first 50 months (four years and two months) 
in the form of a Colony Grant. This grant begins at 
SODO month and decreases by 100 credits each month. 
Additional money comes from trade and taxes 


DATE The calendar begins at OMJAN(2090 and runs 
continuously when the Main Screen is displayed at the 
rate of approximately one day every two seconds. “The 
calendar stops and the game pauses whenever u 
secondary screen or an information panel is displayed. 


Building Indicator 
The Building Indicator is located below the date in the upper right portion of the 
screen. This indicator tells you which building ік currently selected on the 
Building Screen. Each building occupies from one to four squares, depending on 
its size. When the game begins, Ше first building selected isa Flux Pod. To 
select another building, you must gain access to the Building Screen. The 
selection process is described fully later on in this manual. 


Icons 
‘Seven icons appear along the bottom edge of the Planet View. To select one of 
these icons, press the B Button. А Hand cursor appears at the bottom of the 


Screen. Use the Control Pad to position the Hand over an icon. then press the 
А Button to select that icon, When you have finished viewing the information 
‘on the selected screen, press the B Button to exit. From left to right, these 
icons give you access to the Following screens and functions: 


D Pause. Press the A Button to pause the game, and press 
any button to continue, NOTE: The game also pauses 
whenever an information screen or panel is displayed. 


Magnifying Бру Information Sereen. Once you allocate money 

Glass 10 the Spying Grant, your pies periodically will provide 
you with intelligence reports. NOTE: This icon will not 
be active until the first spying report is sent buck. See the 
section on SPYING for more information. 


Planet Map Screen. An overview of the planet surface showing 
three different views, indicating the location ofall 
buildings, natural resources, markers, and military 
‘equipment. бес the full description of the MAP SCREEN 
For details. 

Hard Hat — Building Screen. Shows all of the buildings curently 
available for placement within your colony. along wit 
their cost and construction time. See the BUILDINGS 
section for more information, 


Face Advisors Screen. Gives you access to the information 
and suggestions provided by your six advisors. See the 
section on ADVISORS for more information 


8 Finance/Industry Screens. The first screen allows 
you to establish trade guidelines, set the tax rate, and fund 
‘grants. The second screen shows the number of colonists 
employed in each industry and the production levels of 
certain industries. The third sereen allows you to buy 
goods from and sell goods to other colonies. See the 
section on FINANCE AND INDUSTRY for more 
information 


Computer | Save/Load Game. Allows you to start a new game, save 
Chip ‘the current game, load a saved game, or turo the music on 
or off. See the SAVE GAME section for details. 


Warning Indicators 
When certain dangerous situations arise, a flashing warning indicator will 
appear in the lower left portion of the screen. These indicators are: 


Light Bulb Your colony is running out of power. Build a 
Power Plant or Solar Panel immediately. 


Knife and Fork. Your colony is running out of food. Build 
more Hydroponics. 

о; ‘Your colony is running out of air. Build 
another Life Support facility. 


Running Man Ай unusual event has occurred somewhere 
‘within the colony. Position the Hand cursor. 
‘ver this indicator and press the A Button to 
go immediately to the scene of the event, 
Press the A Button again to return to your 
previous location 


QUALITY OF LIFE 

Io Utopia, success is measured in terms of the colonists’ Quality of Life rating- 

“This percentage is an indication of bow well you are managing the colony and 

how happy the colonists are with their environment. The QOL factor is displayed 

at all imes on the Main Sereen so you can keep an eye on it, The rating slaris at 

30 and increases or decreases based on a wide range of factors, reflecting long- 

term trends rather than short-term benefits or disadvantages, The follow are just 

of few of the factors that affect the QOL: 

Crime А low crime rate will реу affect the QOL. As 

‘you might guess, if your colonists are happy they are 
Tess likey to turn to crime. 
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Morale 


Combat 


ech Level 


Organization 


Colony Size 


Population 


Environment 


‘Your Psychiatric Advisor keeps you informed as to 
the colonists’ morale level. Strive for high morale 
by ensuring that your colonists have adequate living 
‘quarters, food and air supplies, and an occasional 
sporting event to attend. 


Winning battles or fending off an enemy altack can 
have a dramatic affect on the QOL. On the oiher 
hand, morale will plummet if the aliens repel an 
attack or manage to destroy part of your colony 


I you build laboratories and fund civilian and 
military research, your scientist will reward you 
by inventing new devices that can make life safer 
ind casier for the colonists 


A well-organized colony gives the people a sense of 
security. If at all possible, keep your living 
quarters, hospitals, solar panels, and hydroponics 
away from military sites, construction yards, life 
support, and power stations. Plan your layout 
carefully and be sure to clear away any wreckage. 


Large populations allow more social interaction, 
creating greater personal fulfillment. Life is easier 
because the workload is shared among a larger group. 


А low death roe along with controlled births adds to 
the colonists’ feelings of security and well being. 


Keep taxes as low as possible to improve the QOL. 


Pollution becomes a problem as industry expands and. 
you embark on large construction projects. 
Investments in civilian research will result in new 
inventions that eliminate this pollution and create. 

a healthy environment 


Your goal is to bring the Quality of Life rating as close to 100% as possible, You 
will receive achievement medals if you are able to reach and maintain а QOL. 
rating of 60% or more. You may move on to the next scenario al any time, 
although we recommend waiting until your current QOL reaches at least 80. 
‘You'll find that the skills you acquire in the early levels will be of use o you as 
you progress. 


THE BUILDINGS 

‘The placement and construction of buildings is the foundation of Uiopia, You 
create the best of all possible worlds by deciding what to build, where to build it, 
and when it should be built, Initially, you have 23 buildings to choose from, 
Each of these structures is described below. 


The Buildings Screen 
Press the B Button to display the Hand 
‘cursor, then select the Building icon 
(бе Hard Hat) at the bottom of the. 
Main Screen and press the A Button to 
display the Buildings Screen. As you. 
point to a building on the Buildings 
‘Screen, the name, cost, and time 
required to build tht structure are | 
displayed. Buildings associated with П 3 

new inventions (for example, Compressed Fuel Tanks) appear on the Buildings 
Screen as they are discovered. Some of thesc inventions will replace earlier, 
obsolete structures. 


Construction 
After selecting a building, press any button to return to the Main Screen. Press 
the B Button to return to ће Planet View area, then select Build Mode by 
pressing the X Button until the Construction Truck cursor appears. Position the 
truck over the ares you want to build on and press the A Button to begin 
construction. Scaffolding will appear. 


Each building occupies one or more squares, depending on its size and 
complexity. An average of 20 colonists ше recruited 10 work on each new 
building. А warning message will appear if there are no colonists currently 


available to work on the new construction site. I tiis occurs, wait a minute or 
Ivo and then try to place the building again, 


Construction takes anywhere from one week to four months, depending on the 
building. The average construction time is one month. If you decide to demolish 
‘building or if it is destroyed in an attack, the strocture turns lo rubble. To clear 
the wreckage from the screen, press the X Button to select the Demolish cursor. 
place the cursor over the wreckage, and pres the А Button to remove the 
wreckage. 

What to Build 

‘The initial 23 buildings fall imo four broad groups: Support Systems, Defense, 
Industrial Development, and Community Enhancement. A network of basie 
support systems is provided with your startup colony, хо you don’t need to worry 
about those right away. On the other hand, you would probably be wise to shore 
up your defenses early on and begin preparing for the coming assoult. That done, 
you can decide whether to throw your resources into industry or atend more 
directly to the needs of the people with hospitals and civilian grams, When in 
doubt, listen to your advisors — they can provide invaluable assistance іп colony 
management. 


Where to Build 
iach startup colony includes a Flux Pod, 
‘which stores the colony's energy reserves. 
Al buildings must be located within. 
squares of a Flux Pod. If you try to build 
outside the designated area, a warning 
message appears on the screen, You also 
get a warning if you try to build on top of 
rocky terrain, lakes, crevices, space moss, 
trees, or other unsuitable areas. Try it and 


You don't need a degree іп city planning, but take your time and usc some 
common sense in the layout of your colony. Don't build too close together or too 
far apart, md try to maintain a sense of order. Remember, an organized colony 
contributes to the well being of your colonists and raises the Quality of Life. If 
you're unhappy with the location of a building, you can сай іп the demolition 


crews and then rebuild it elsewhere, but this is both costly and time- 
consuming.. better to get it right the first time. 


When to Build 
Build early! Once your basic colony is in place, keep an top of the situation by 
analyzing the information available to you and planning ahead. If you increase 
the birth rate, be sure to have plenty of Hospitals and Living Quarles available, 
Once the population reaches a certain level, you may want to start thinking about 
adding Security installations. If you build Tank or Ship Yards, remember that 
‘you'll also need to build Mines, Chemical Plants, Fuel Tanks, Arms Laboratories, 
and Stores. 


Check frequently with the Colony Administrator, who'll keep you up-to-date on 
the colony's Air, Food, Fuel, Power, and Ore reserves, 1f your usage stats lo 
catch up to your prodnction in any ofthese arcas, it's time to build new facilities, 
Yau should also pay regular visits to the Senior Psychiatrist for reports on 
‘morale, population control, and crime. Pay attention to all of your Advisors, but 
don't wait for them to prompt you — by that time it's already too Jate, and the 
colonists may suffer for several months while the new buildings ave under 
construction. 


Buildings 
“The following provides a brief description of each of the 23 origina bull 
purpose, and the part t 
buildings that result from new inventions are deser 
Arms Laboratory 
Produces weapons which are then stockpiled in your Stores. Weapons 
are required for the construction of Tanks and Spaceships, 


Chemical Plant 
Extracts fuel from the ground for use in Spaceships (Tanks do not require 
fucl). Chemical Plants must be built near fuel deposits. Usc the Map 
Screen to locale deposits close to your colony site — you may have to guess 
at first, before the Fuel Detector is invented, Plant production depends on 
the yield of fuel undemeath it- 


Command Center 
Critical to the security of your colony. You may construct as many 


ngs, 
it will play in the development of your colony. The 
bed in a later section. 


Command Centers as you like, but only one will be active at any gives 
lime. Because the active Command Center is a primary target in alien 
attacks, you would be wise to construct at least one backup Center. If 
the active Command Center is destroyed, the backup will be activated 
automatically. Your colony can exist without an active Command 
Center, but several key functions will shut down...we'll leave it up to 
you to discover what they are! 


Flux Pod. 
Stores surplus power for later use. | 
‘An information panel is displayed | 


p 
When you select a Flux Pod in 
Information Mode, This panel 
{indicates the amount of power 
currently stored in all Flux Pods, as 
well as the maximum number of 
storage units available, Fach Flux 
Pod ean store 20 power units. All buildings must be located within 12 
squares of a Flux Pod. 


Fuel Tank 

Stores the бос produced by Chemical Plants or acquired in trade. An 
information panel is displayed when you select а Fuel Tank in 

Information Mode, This pane! indicates the amount of Fuel currently stored. 
lin tho selected Tank, as well as the maximun number of storage units 
available in all existing Fuel Tanks. Each Fuel Tank can hold up to 800 
of fuel. Fuel Tanks must be located within eight squares of a Launch 
Pad (for refueling by Ships). 


Hospital 

Improves morale, cures viruses, and enables you to control the birth rate. 
You may build as many hospitals us you like. An information panel is 
displayed when you select a Hospital in Information Mode. ‘This panel 
indicates the total number of Hospitals, the mmber of medics employed in 
those hospitals, and the current birth rate (NONE, LOW, MEDIUM, or 
HIGH), To change the birth rale, press the Y Button until the desired birth 
тис appears. 


Hydroponics 
Controlled environment that uses special nutrients to produce food for the 
colonists. Each Hydroponic dome provides enough food for 100 people 
per mouth. The Colony Administrator can provide you with food Storage, 
Production, and Usage figures. 


Laboratory 

iaffed by scientists who conduct research and produce new 

inventions such as Ore Detectors and Long Distance Radar, More 
information about these inventions is given later on, Ве sure to allocate 
‘money for Military and Civilian Grants or the inventions will be few and far 
between. Grants are fonded on the Finance Screen. ‘The Head of Research 
keeps you up to date on the latest developments and lets you know when 
more money is needed, 


Laser Turret 
Used to defend the colony. Once built, they enter "auto seek" mode, 
continuously rotating in search of target, When an enemy is 
detected, the Turret fixes its position and fires at regular intervals. 
Tis range isa 30-degree cone extending approximately six squares. 

in the direction of the barrel 


Launch Pad 
Holding location and refueling facility for Spaceships. Fach Ship 

Yard must have an adjacent Launch Pad on which newly 

constructed ships can һе stored until needed. А warning 

‘message appears and ship construction halts if a Launch Pad is not 
available. Be sure to place Foel Tanks near each Launch Pad — your 
spaceships will not be able to take off unless there is fuel available, 

You can refuel a ship by landing on a Launch Pad, but only if it is 

within eight squares of a Fuel Tank. 

Life Support 

Converts Ше unbreatheable planet atmosphere into oxygen. Each Life 
Support unit provides enough oxygen for several hundred people per month, 
Life Support units also store surplus air for later use — the Colony 
Administrator can provide you with oxygen Storage, Prodoction, and 

Usage figures. 
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Living Quarters 
Special apartments where all colonists live. Each building provides 
‘enough space for 50 colonists. The Psychiatric Advisor reports on 
population density — check this figure often, especially if you have 
Increased the birth rate. A density of 100% or higher decreases moral. 


Mine 
Extracts ore from the ground. Mines 

must be built near ore deposits. 

Use the Map Screen to locate deposits 
close to your colony site — you'll see 
more once your scientists invent the 

Ore Detector. Mine production 

depends on Ше yield of ore 

tundemeath it. Ore is required for 

the construction of Tanks and 

Spaceships. Gems ше а by-product of 
mining and can be used for trading purposes. 


Missile Launcher 
Used о defend the colony, Each Launcher contains one missile, which 
must be fired by the player — see the section on DEFENDING YOUR 
COLONY for more information, You do not need to aim the missile — if 

A target is present it will home in on it automatically. The missile 

Will not launch i it does not detect an enemy target within rangs. 

"The Missile Launcher will disappear once its missile has been fired. 

Power Station. 

‘The main means of generating power for your colony. Each Power 
Station provides 50 units of power per month. 

Radar 

Scans for approaching enemy craft. Enemies are only detected when they 
are within radar range. Access the Map Screen to view your radar coverage, 
Coverage is determined by the number and position of your Radar towers, so 
build as many as you feel is necessary. Try to position Radar towers foc 
maximum cover, without gaps or overlap. 
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Security 

Prevent crime within the colony. You will be advised when a crime is 
committed, but й is advisable to build one or more Security headquarters 
before the problem gets out of hand, 

Ship Yard 

Used to construct up to six different types of Spaceships, Each Ship. type 
and the Ship construction process is described in a later section, A Ship 
Yard can build only one Ship ata time, so you шау want to have several 
Yards to increase your production capabilities. Both Ore and Weapons 
must be available before a Ship can be built, The amount needed is based. 
fon the size and power of the Ship. If supplies are low, construction will stop 
until the Stores are replenished. 


Remember to build a Launch Pad next to the Ship Yard (or vice versu) 
Ships will appear on the Launch Pad as they are finished. If there is no 
Launch Pad, a warning is given and production stops until one is built. For 
refvcling purposes, Расі Tanks most be placed within eight squares of the 
Launch Pad. You may either purchase the fuel or supply it through your 
‘own Chemical Plants. 


Solar Panel 

LLow-tech method of power generation that is cheap and quick to build, 

although relatively inefficient, Each Power Station provides 2 units of 
Panels are useless during the frequent solar 


Sports Complex 
Provides rest and relaxation for the colonists, After building a Sports 
‘Complex, you may call an event once every three months. Events open 
‘on the first day of the next month and last an entire month. Calling an 
‘event boosts the morale of the colonists, but means that little work 

will be done since everyone is in attendance. 


"To call an event, switch to Information Mode and select the Sports 
‘Complex. An information panc! Its you know whether or not an event. 
may be called. To call an event, press the Y Button. Press the A 
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Button or the B Button to exit without calli 


Store 
Used to store various items for later 
use or trade, ‘These items are 
FOOD, ORE, GEMS, WEAPONS, 
and TECH GOODS, lems are stored. 
automatically once they are bought or 
produced. Each Store can hold a 
maximum of 1000 units. А warning 
message appears when your existing 
fores are ІШІ. 


Tank Yard 


and continues (up to 100 tanks) as long as tere are available 
resources, producing one Tank every two to three months, Each Tank 
Yard сап build only one Tank at a time, so you may want to have more. 
than one Yard to increase production. 


Once a Tank is built, it will appear in any empty square immediately 
next to the Tank Үлгі. ‘Thus, a maximum of eight Tanks may be around 
a Tank Yard at any one time. If all eight squares arc occupied, Tank. 

production halts until one or more of the squares is made availabl 


Tanks do not requi ind may be moved away from the Tank 


ші 


at any time by directing them to a specified Marker. A complete 
explanation of nk deployment is given in a later section, 
Workshop. 
Produces Tech Goods for trade purposes only, 

THE ADVISORS 


As Colony Leader, you are fortunate to have at your disposal six excellent 
advisors. Press the B Button to display the Hand cursor, then select the Face 
icon at the bottom ofthe Main Sereen and press ће A Button to display the 
Advisors Sereen. The advisors ares 
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Head of Research 


Senior Psychiatrist 


Colony Administrator Supreme Commander 


Each advisor provides constant reports on 
the status of their particular area of 
‘expertise, This includes day-to-day affairs 
as well as crisis situations, You may 
follow their advice or ignore it and choose 
your awn route, To select an advisor, use 
the Control Pad to position the Hand 
cursor over that advisor ind press the A. 


Button. 5 


"The frst display panel shows the name of the advisor and presents the 
information that they have gathered. Press the А Button again to display th 
advice. Press the B Butt nto the Advisor Screen while viewing а 
panel. Since the game is paused on the Advisor Screen, you may spend as much 
me as you Hike viewing the information, Each of the six advisors and the 

Information they provide are described in more detil below. Press the B Button 
Ao exit this sere 


Venior Psychiatrist 

he Senior Psychiatrie Advisor keeps track 
‘oF the total number of colonists and how 
cach colonist is occupied. Categories 
include Builders, Technicians, Medics, 
Scientists, und Security personnel. He also 
reports on the current morale, birth rate, 
‘population density, birth, and death figures 


Tor the previous month and any crime 
‘occuring in the colony. Pay particular attention to the population density, which ік 
the percentage of occupied Living Quarters, Аз long as itis at or below 10056, 
your colonists will be adequately housed. Densities above 100% decrease the 
Colonists” morale. "The Advisor provides a warning when the figure rises 

above 90% 


Civil Engineer 
‘The Civil Engineer provides an 
alphabetical list oF all available buildings 
and other structures, and indicates how 
many of each are currently present in the 
colo 


Hend of Research 
"The Head of Research identifies the 
current Tech Level, the number of. 
Laboratories and Scientists, and the 
amount of money left in the Military und 
Civilian Research Grants. Your Tech 
Level will increase if you build more Labs 
nore research. As the Tech 
Level advances, so does the quality and 


quantity of scientific breakthroughs, 
Colony Administrator 
"The Colony Administrator reports on the 


status of five vial commodities: Air 
Food, Fuel, Power, and Ore. For each 
commodity, the Administrator identifies 
the amount stored, the amount produced 
lst month and the amount used last 
month. Ах you look at this screen, make 
sure that your monthly usage figures do 
not exceed your production figures. If you 
are using more than you produce, your 
stores will dwindle and the colony will 
begin to suffer as a result, 


Financial Consultant. 


The Financial Consultant keeps track ef your Income and Expenditure for the 


current month and year, the Tax Rate, and Current Funds. Gn 


supplied from three separate sources: the Colony Grant, Trade Income, and 
Colony Taxes. Тһе Colony Support Grant is money supplied to you every month 
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For the first Few years to help get the 
colony off toa good star. Trade Income 
is the profit you earn from selling surplus 
‘goods. Scc the section on FINANCE. 
AND INDUSTRY for more 

about trading. Colony Taxes are collected 
from your people at the specified rate (0 10 
20%), The basic tax rate is 154, but you 
may increase or decrease this figure on the 
Finance Screen. It's no surprise that a low 
tax rate improves colony morale 


formation 


Supreme Commander 
‘The Supreme Commander reports on your 
defensive and offensive military status 
detailing your arsenal of ground-based 
weapons, Tanks, and Spaceships. 


THE MAP SCREEN 
Press the B Button to display the Hand 
cursor, then select the Planet icon at the 
bottom of the Main Screen and press the A. 
Button to display the Map Screen. This 
shows the entire planet surface that 
tion. Flat terrain is 
shown in Mack. Rocks, trees, lakes, and 
other landscape features are shown in light 
gray. The circle of darker gray 
surrounding your colony represents your 
initial radar coverage. This coverage will 


nerease as you add more radar installations, Markers (numbered 1-8) indicate 


the locations to which you may send Tanks 


‘or Spaceships. See the section 


‘entitled DEFENDING YOUR COLONY for more information about Markers 
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"The portion of the planet currently displayed on the Main Sereen is enclosed in a 
flashing square on Ше map. А magnified view of this area also appears in one 
comer of the sereen. You may usc the Control Pad to move the square around 
the map. Notice thatthe magnified view changes accordingly. Press the I 
Button to exit the Map Screen and retum to the Main Screen. When you return 
lo the Main Screen, the new area defined by the square will he displayed, 


Map Screen Modes 
"The Map Screen provides you with access to three viewing modes that display 
different aspects of your colony. Press the X Button to switch between modes, 
The legend at the bottom of the screen changes to identify the elements displayed 
in each mode, "The modes are: 


Buildings Mode Ore/Fuel Mode 
Buildings Mode 
Shows all of the buildings in your colony, Command Centers, Scaffolding. 
Wreckage, Flux Pods, Living Quarters, and Power Sources are color-coded for 
өшу identification 


Ore/Fuel Mode 
Shows the location of Ore and Fuel deposits, as well as Mines and Chemical. 
Plants, This view also shows Command Centers and Living Quarters. Note that 
most of the Ore and Fuel deposits will not appear until you have discovered thm. 
(through the invention of the Ore Detector or the Fuel Detector), 


Weapons Mode 
Shows the location f all defensive weapons (Missile Silos, Gun Turrets, and 
Land Mines), Command Centers, Launch Pads, Tanks, and Ships (both friendly 
and enemy), 


FINANCE AND INDUSTRY 

Although financial concerns and industria! production may initially take a back. 
seat, they cannot be ignored in the long run if you intend to raise the standard of 
living and protect your colony from invasion. Finances include such things as 
trade, taxes, and research grants, А thriving industrial sector allows you to create 
‘Tanks and Spaceships, as well as technical goods for trade. Each is described. 
below. 


Weapons Mode 


Press the B Button io display the Hand cursor, then select the $ icon at the 
bottom of the Main Sereen and press the B Button to display the 
Finance/Industey Panels. These screens ше 
* Finance Organization Panel 
industry Information Panet 
* Manual Trading Panel 


‘To move from one panel to the next, position the cursor over the X icon in the 
lower left comer of the panel and press the А Button, To return to the Main 
Séregn from any panel, press the B Button, 


‘The Finance Organization Panel 
"The first panel that appears is the Finance 
Organization Panel, ‘The information at 
the top of the panel relates to automatic 
landing, U you have the time and the 


inclination, you may also perform manual. 


section, "The remaining i 
panel concerns taxes and grants, То 
change one of the values on this panel, 
highlight the value by positioning the cursor over that line, Press the X Button to 
increase the figure, or press the Y Button to decrease it, 


te six commodities available for trading are listed at the top of the Finance 
Organization Panel. These commodities ar: 

FUEL. FOOD ORE 

GEMS WEAPONS TECH 


"The UNITS column shows you how many units of each commodity are currently 
available, ‘The KEEP column shows you the percentage of euch commodity 
is boing retained for colony use. The default value is 40% for all commodities. 
"The computer performs automatic trading once a month, based on іне 
percentages shown here. If no units are available, none will be traded. 


Since your colony does not use GEMS or TECH GOODS, you can safely set the 
percentage for both of these commodities to 0. You may also wish lo change the 


‘other values based on the needs of your colony, although it is probably not wise 
lo trade more than $0% of your FOOD, FUEL, ORE, and WEAPONS. Monitor 
this pan! throughout the game to see where surpluses are building up, then set 
the values accordi 


‘Once the Colony Grant runs out, your colony will need to become financially 
self-sufficient, Collecting taxes from your colonists is one way of earning the 
money you need. The basic tax rate is 15%. You may reduce or increase this 
amount, depending on your financial needs. Тһе lower the tax rat, the higher 
the colonists’ morale, The valid range is 0-208, ‘The new tax rate will not take 
effect ші the frst day of the next year, and will remain in elect at least one 
year. 


шін 

You are responsible for funding three grants, These grants are the Military 

Grant, the Civili 1, and ie Spying Grant, Your scientists will discover 
‘useful new inventions more quickly if you supply them with money in the form 
of Milltary and Civilian Grants, Military Grants go toward the development of 
new weapons and better defenses, Civilian Grants go toward environmental 
research and other non-military pursuits, You also must fund the Spying Grant 
in order to receive intelligence reports from your spies in the field. No spying 
will be done unless money is allocated to this Grant, You may give as 
you wish from your current funds, in units of 1000, "The Current Funds amount 
‘tthe bottom of the panel shows how much willbe left for general use. 


"The Industry Information Panel 
"This panel shows you how many colon 
are currently employed in cach type of 
industry (excluding building construction). 
The average is 10 employees рег building, 
Each type of work is identified by the 
building associated with it. These 
buildings are: 


Industry 
ARMS LAB Weapons 
CHEMICAL PLANT Fuel 
MINE 

SHIP YARD. 
TANK YARD. 
WORKSHOP Tech Goods 
TWOSPITAL. 


LABORATORY 
SECURITY 


Monthly production figures are given for the fist six Industries, Weup 
and Tech Goods are sent to your Stores until needed, Fuel is stored in Fue 


hip Yard. ‘Tanks appear noxt to he Tank Yard, Production figures are not 
provided for HOSPITALS, LABORATORIES, or SECURITY headquarters 


‘You may only view the information on this panel, not change it. To increase the 
number of colonists employed in a particular area, construct more buildings of 
Thot type. То decrease the number of colonists employed ia particular area, 
demolish one or more of those buildings. Increasing the number of technicians 
raises production Jevels, but at the same time reduces Ihe number of colonists 
available for new construction, Your goal is to find the right balance between 


industry, service, and construction. 


nual trading are the same used in. 
autotrading: FUEL, FOOD, ORE, GEMS, WEAPONS, and TECH. The four 
values aeross from each commodity show you the following inform 


UNITS Units on hand 
cost Current market price per unit 

supp Units available for you to buy (SUPPLY) 
DEMD Units requested by other colonies (DEMAND) 


Position the cursor over a line to highlight 
that line. A prompt appears at the botton | 


‘of the panel if you are able to buy or sell 
that product, Press the Y Button to салу 
‘out the transaction. No prompt appears if 
there is no supply or demand for a 
product, or if you do not buve any 
available for trade, Purchased fuel is 
stored in Fuel Tanks, АЛ other goods go 
lo your Stores, If you do not have the 
necessary facilities or if the existing fucilties are ful, you will not be allowed to 
buy any goods. 


"The cost, supply, and demand values for each commodity will vary from month 
lo month, You can buy only as many units as are available (SUPP), and you ean 
sell only as many units as are needed by others (DEMD), As in autotrading, you 
mny ell as many GEMS ond TECH GOODS as you are able, since these items 
are not needed by the colony. On the other hand, be careful not to cut too deeply 
imo your reserves of such vital commodities as FOOD, FUEL, ORE, nd 
WEAPONS, You may wish to consult with the Colony Administrator first to 
review your Storage, Production, and Usage figures. 


If you suddenly find yourself short of a vital commodity such as FOOD, you may 
be able to purchase enough to take care of your short term neei while additional 
production facilities are being built. Try not to rely on this method, however 
Prices may rise dramatically, or the supply may drop off just when you need it 
most. Better to exceed your own production needs and sell the surplus for extra. 
cash, 


When you are finished trading, press the B Button to exit the panel, You may 
ому perform manual trading once a month. Therefore, make sure you complete 
all necessary trading before exiting this panel. If you have already performed 
manual trading during the current month, a message to that effect will be 
displayed and the Manual Trading Panel will not be available. No sutotrading 
will ake place during any month in which you perform manual trading. 


SPYING 

In the tradition of all great expansionist 
powers, we recommend that you take up 
spying. .how else will you know what the 
enemy is up to? Your spies are paid in the 
form of a Spying Grant, which you fund 

‘on the Finance/Industry Panels. The 
‘more money you give them, the more 
information you'll get back, and the more 
reliable that information will be. Spies are sent into the бс automati 
you provide them with funds. Their reports will appear on the Spy Inf 
Panel as information becomes available 


Once you see a message telling you that an Intelligence Report is avallable, press 
the B Button to display the Hand cursor, then select the Magnifying Glass icon — | 
atthe bottom of the Main Screen and press the A Mutton to display the Spy | 
Information Panel. NOTE? This panel i nor available until th first report 


Intelligence Reports 
The current Surveillance Level is displayed at the top of the panel, along with the 
а ing in the Spying Grant Fund. This is followed by the page count 
‘and report count, and then the repart itself. Typical reports include descriptions 
‘of the aliens and their weapons, their Tech Level, und the likelihood of an 
imminent atack. ‘The more money you provide, the more reliable the 
information will be. Keep an eye on the amount in the Spying Grant, as it 
decreases over time. If the money runs out, no spying will take place until more 
Funds are allocated. 


int roma 


If thers is more than one page in the current report, the word "MORE" appears at 
the bottom of the screen. Press the Y Button to display the additional pagets) 
Old intelligence reports remain available at all times, even after new reports 
come in. The most recent report appears first, followed by any previous reports 
If more than one report is available, press the X Button to display each of t 
carlier reports in turn, Press the B Button to exit the Spy Infor 
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Surveillance Level 
"Three levels of surveillance are possible, depending on the funds provided in the 
Spying Grant, The higher the spying level, the more quickly the funds are used 
ity of the information you receive depends entirely on 
how much you're willing to spend. ‘The levels ate: 


1: Low Level Survelllance. А minimal amount of spying will be 
carried out, "The information provided will be n mixture of basi facts 
and spect 


2: Normal Inteligence Activity. Your spies will provide a 
regular supply’ of гину reliable information, 


weal Operatives in Use. Your best agents will carry out 
Tous infiltration missions to bring you the highest quality 
Information possible. 


DEFENDING YOUR COLONY 

‘You may think that keeping your people housed, fed, and happy is enough lo 
keep you out of trouble for the next few years, Well, guess what? Think аш 
You're not the only life Form attempting to establish colonies In this sector of the 
galaxy, you know. Wherever you po, you're bound to encounter a few hostile 
асла, sooner or ltr, 


O.K., make that sooner, Тһе Allen Federation has clalmed this quadrant for their 
‘own, and they're not about to give up without a fight. Each planet is occupied by 
a different alien race who are determined to have the entire planet surface fo 
themselves, As you'll find өші, different alien races use different battle ta 
Some rely on air-based weapons while others use ground-based artillery. The 
smart ones use a combination of the two, Take advantage of your spying 
capabilities to scope out the opposition...otherwise you're liable to find out the 
hard way. 


Your basie weapons include Laser Turrets, Missile Launchers, Tanks. and. 
Spaceships. АП are vulnerable to enemy attack, Laser Turrets and Missile 
Launchers maintain fixed positions. Tanks and Spaceships can be moved to. 
various locations using specially placed Markers, and will fire automatically at 


‘enemies within thee squares of their position. For best effect, place these mobile 
units throughout the colony to act as senties, Concentrate most of your forces on 
the edges of the colony, but he ready to deploy them to a 
strike occurs, 


I you build Laboratories and fund Military Research, your scientists will reward 
you with helpful new inventions like Land Mines, Bomb Detectors, und Spy 
Satellites, Sce the section on RESEARCH far more informacion, 


Laver Turrets | 
Loser Turrets use auto-sceking sensor devices to scan the surrounding area | 
continuously for alien forces. A Turret will lock in and open fire if an enemy ін 
detected within six squares of its location. Laser Turrets are best built where they 
can covera wide area, away from buildings and other obstacles, А good 
defensive strategy is to circle your colony with Laser Turrets to cover all 
approaches, See the section on BUILDINGS for more information on Laser 
‘Turrets, A note from the Head of Research; your scientists are ситету 
developing a high-powered version of the Laser Turret, called the Plasma Gun, 
Sounds promising, 


Missile Launcher 
Each Missile Launcher is equipped with a single high-density explosive missile 

that you must fire. Because they have a limited range, Missile Launchers should 

be positioned on the edges of your colony. Rumor has it that an improved. 

version with preater range and explosive poter is in the works | 


To fire a Missile, position the Question Mark cursor over the Missile Launcher. 
and press the A Button. The missile will target automatically and then ome in 
ап any enemy within is range, А message will inform you if no targe is found. 
Ihe target is destroyed before the missile reaches it, the missile will explode 
harmlessly in the air. Once the missile is fed, the Launcher will disappear. 


Markers 
Markers are litle flags that identify ће locations to which your Tanks and. 
Spaceships can be sent, At the beginning of a game, eight Markers are positioned 
around the startup colony. You can change the locations of these Markers 
Whenever you wish. Place your Markers wisely — a successful defensive 
strategy depends in large part on the effective deployment of Tanks and Ships, 


Repositioning a Marker 
‘To reposition a Marker, press the X 
Button until the Question Mark cursor 
appears on the Planet View. Position the 
cursor over the spot you would ike io 
move à Marker to, Шеп press the Y 

Button, Use the Hand cursor to select a 
Marker number, then press any button to 
move the selected Marker tothe new 
position. То exit this screen without making a change, move the Hand cursor off 
the Marker numbers and press any but 
ks 

Mobile Tank units enable you to defend your colony more effectively, and can 
even be used to mount a pre-emptive strike against alien екцем (see below), In 
onder to construct Tanks, you need both Tank Yards and а ready supply of Ore 
ам Weapons, You may trade for these goods, or produce them yourself by 
building Mines and Arms Laboratories. See the section on BUILDINGS for 
«шін, 


А fully operational Tank Yard will produce one Tank every twa to three months 
"The finished product appears in any open square immediately Tank 
Yard. Move your Tanks into position using the Markers, as described below. 
‘Once in place, Tanks are always on the alert and will ire at any enemy presence 
within three squares of thelr location. 

Deploying Tank Units. 

To send a Tank to a Marker, position the. 
‘Question Mark cursor over one of your 
Tanks and press the A Button nice 
rapidly, An information panel appears 
showing the selected Tank's current Hit 
Points and the total number of Tanks in 
operation. Selecta destination Marker by 
positioning the cursor over à Marker 
number and pressing the A Button, Select 


Page 42 


emnes. 


the letter A to send a Tank to ће Alien City. (If your spies have not yet 
discovered the Alien City, this order will not be obeyed.) 


Next, position the cursor over the number 0D in the line SEND 00 TANKS TO. 
MARKER X. Press the X Button to increase this number and press the Y 
Button to decrease it. When you are ready, press the В Button to exit this sereen 
and deploy the selected Tank. If you wish, you may scroll the Planet View to 
watch the tank's progress. The Tank will continue to move only while the main 
game sereen is displayed. If you select more than one Tank, ihe chosen Tank and 
"hose closest to it will be sent, ‘The Tanks will drive to their new location and 
stop when they reach it, If they cannot reach the designated Marker, they will 
patrol around the vicinity. 

Tank Inventions 

‘One af the advances made possible by scien По research is the Hover Tank, 

"This new and improved model is more powerful than its predecessor nnd uses a 
hover-et propulsion mechanism to advance easily over rough terrain. Well 
worth the investment, wouldn't you say’? Another invention you may кес in the 
future is a Tank Teleport, a device which allows you to transport Tanks Instantly 
from one location to another 


Spaceships 
Like Tanks, Spaceships are positioned using Markers and will automatically fire 
on enemies within three squares of their position. ‘They, too, can be used in 
‘offensive assaults against the enemy and require both Ore and Weapons during. 
the construction process. However, Spaceships are more versatile than Tanks in 
that they can fly over obstacles and possess a wider range of weapons. 
Spaceships also require Fuel, which can be bought on the open market or 
produced in Chemical Plants. See the section entitled Buildings for more 
information, 


Your Ship Yards are initially equipped to build five different types of Spaceships, 
A sixth Ship, known as the Fusion Cruiser, is currently in development, This 
Ship is nuclear-powered and does not need fuel. The larger and more powerful 
the Ship, the longer it will take to build, the more Ore and Weapons it will 
require during construction, and the more fuel it will use. ‘The Ship types are 


ee 


Ship Tyne. Offense Ни Points Ore Ship, the new orders will appear as 
Explorer o 10 50 "INO CHANGE)" To change the 
Fighter 2 20 50 orders, position the cursor over the 
Assault Craft 3 15 100 ORDERS option and press the X 
Cruiser 4 0 180 Button or the Y Button to cycle 
Fusion Cruiser 4 50 в through the options, 
Шаа z » 5%) ‘Two options (ELIGHTILAND and 
FLIGHT/HOVER) require you to select 
Building a Spaceship а destination Marker. Select a Marker 
Before building a Ship, first make sure ! Бу positioning the cursor over the Marker number and pressing the A Button, 
that you have plenty of Ore, Weapons and | Select the letter A to send a Ship to the Alien City. (If your spies have nat yet 
Fuel, Build each Ship Yard next toa discovered the Alien City, this order will not he obeyed.) Your options are 
Launch Pad, and place several Fuel Tanks | (NO CHANGE) Nothing will happen 
close by. A warning message will appear | 
‘on the screen if you do not have enough of LANDING Ship will attempt to Jand at current location, | 
a particular material, Each Ship Yard | HOVERING Ship will hover at current location, 
constructs only one Ship at a tine, so you 


| FLIGHT/LAND Ship wilt Пу tothe elected Marker and 
attempt to land there, 


FLIGHT/HOVER | Ship will fly tothe selected Marker and 
hover there. 


should build several Ship Yards to speed 
up construction. 


‘To selecta Ship, position the Question Mark cursor over the Ship Yard and press 


the A Button, ‘The information panel shows à picture of each available Ship. ! 
Postion the cursor over a Ship to display its name, the amount of time needed to CONSTRUCT — Availuble to Explorer Ships only. twit | 
build, and the amount of Ore required. After selecting a Ship, press any button to LAUNCHPAD construct launchpad at ls current 

begin construction location and then land on it. You may 


You may follow the Ship's progres by selecting the Ship Yard during start a new colony at the launchpad ite | 
constuction, ‘The information panel wil display the number a? months by comsrueting à Flux Pod which must 
remaining. A tone will sound when construction of the Ship is complete, Once a ‘be adjacent to the launchpad, then other 


Ship has been built, it will appear on the adjacent Launch Pad and fill its tanks buildings as needed, | 
from nearby Fuel Tanks, FLY TO Ship will attack Alien City. The Ship 

Doing разг ENEMY CITY will not obey this order if the ety has 

"To deploy a Ship, position the Question Mark cursor over the ship and pres the mot been discovered. | 
A Button rice rapidly. An information panel appears showing the selected Hit Paints | 
Ship's current hit points, the total numer of Ships in operation the selected Hitpoints for each Ship are shown as current pointsmaximum points. When the 

Ship's fuel usage, ts current orders, and new onders. When you select a new current hit points are reduced to zero, the Ship is destroyed. 
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Fuel Usage : 


‘Once a Ship is built, it will not contain any fuel unless there wre Fuel Tanks. 
nearby, If there are no Fuel Tanks within eight squares of he Launch Pad, ut 
least one Fuel Tank will have to be built before the Ship can take off. After 
building your Fuel Tanks, make sure to fill them. You can trade for fuel (the 
tanks are filled automatically) or extract it from the ground by placing Chemical. 
Planis over fuel deposits, On each Spaceship display panel, fuel is shown as 
current fue units/maximum fuel units- 


Ships use Fuel during takeoff, landing, flying, and hovering. "Therefore, 
should land a Ship when notin use. Yow can refuel a Ship by landing iton a 
Launch Pad (you will need to place a Marker on the Launch Pad to do зо). 17 
there are Fuel Tanks nearby and if there is enough fuel availabe, the Ship will 
refuel automatically to ІШІ capacity. I fuel runs out while a Ship is airborne, it 
Will crash, Wich the proper facilities and enough money, your scientist п 
eventually develop a new invention called a Mater Transporter which 

you to refuel your Ships in Might 


Attacking an Enemy City 
Your spies have brought back reports that the alien colony is vulnerable, ‘Their 
"Tech Level is still low, and their defenses are poor, Should you wait for the 
inevitable attack, or take the initiative und strike first? I you choose to attack, 
you may be able to set your opponents back yeas, or even wipe them out 
completely. Besides, everyone knows that successful battles are good for 
morale! 


When you send your Tanks and Spaceships to destroy the alien city, you'll 
receive progress reports from the front, but wan't be able to view the assault 
directly. Check the Spy Information Panel for the latest information and confer 
with your Supreme Commander if you need advice. You may send 
reinforcements at any time, but remember that any forces sent to the alien city 
will not be available to defend your colony. 


THE COLONISTS 


Each colony staris out with 100 colonists. The population will increase or 
docrease as a result of births and deaths, although the general trend will b 
gradual increase over time, 


mm 


Births and Deaths. 
"The initial birth rate is set to LOW. You may change this to MEDIUM, HIGH, 
‘or NONE, depending on how quickly you want the population to inerease, То set 
the birth rate, first you must build a Hospital, See the section on BUILDINGS 
Tor more information on Hospitals. А small number of 

aa result of natural causes, However, the death rate will increase rapidly if your 
colony is attacked by alien forces, Ға virus strikes, if the crine rate increases, oF 
i you run shot of food ar ar, 


Invasion 

‘To prevent serious losses in the event of an enemy invasion, build 
adequate defenses and stay on the alert for aliens, Once your Tanks 
and Spaceships are in place, you may want to launch your own 
pre-emptive strike арайы the alien city. 

lacs 

Building more Hospitals can help cantain the spread of deadly viruses. 
If you fund Civilian Research, your Scientists eventually will discover 
a vaccination that provides immunity to all known viruses. 


Cime 

"The crime rate Increases when the colonists’ morale deteriorates 
"This is true especially in large populations. Security headquarters 
can help combat this problem. The various types of crimes (ош 
the colony are described шегін this section. 


Life Suppor 

Each Hydroponie dome supplies the nutritional needs of 100 colonists. 
A single Life Support facility produces enough air for 400 colonists, 
Surplus FOOD and AIR also can һе stored for Future use, Check 
occasionally with the Colony Administrator to ensure that your 
supplies aren't running low. You should build more facilities if Usage 
is equal to or greater than Production. 


mployment 
Colonists may be employed in the following areas 


Workers Employed in construction of new buildings 


‘Technicians Employed in Hydroponie domes, Power Stations, Life 
Support facilities, Arms Labs, Chemical Plants, 
Mines, Ship and Tank Yards 


Medis Employer 
Scientists Employed in Laboratories 


Hospitals 


urity Bmployed in Security Headquarters 


chiatric Advisor reports on current employment figures. The average 
‘number of employees is 10 por building. Vacancies are filled in the following 
onder of priority: food, power, and life support systems fist, followed by 
construction and then industry and servic jobs. 


Crim 
Although you may be attempting to create the ultimate Utopian community, your 
colony is not immune from the evils of erime, Crime tends to ineremse as the 
population ecially if morale is low, Of course, it also has the effect of 
Jowering the colonists’ morale even further. То counteract crime in the 

community, you should strive to inerease morale among the colonists, nd a few 
Security headquarters wouldn't hurt citer, There ше four levels of crime, as 
described below: 


Unscrupulous computer hackers infiltrate the colony's financial 
‘computers and secretly transfer funds to thelr own accounts, Can't 
these guys make an honest living? 

Munter 

1f your colony experiences a wave of unexplained deaths, the answer 
could be murder, You should take immediate steps to end the violence 
and regain control of the situation. 

Terrorism 


You may receive anonymous bomb threats if the people are truly 


ЕЕ emm 


unhappy with the way you're running the colony, These terrorists will 
во to any lengths to get their paint cross, including the random. 
destruction of colony buildings, So couldn't they just write to their 
‘congressman? 

Assassination 

"The ultimate no-confidence vote. Your unloyal subjects hire an 
‘underworld, or in this ease, otherworld.. it man to force you into 
permanent retirement, Time to ask Гог u reassignment 


RESEARCH 


Іп order to carry out research within the colony, you must build Laboratories and 
provide money for Military and Civilian Grants, Resear m because it 
eventually lads to the development of new and useful inventions, described in 
detail below, If you build Laboratories but do not give research 

Will occur at a much slower pace, For fastest scientific progress, bulld as many 
Laboratories as you can and be generous with your funds. 


Research directly affects the colony's Tech Level, which begins at Level I and 
increases as new inventions аге discovered, The maximum Tech Level is Level 
10. The Head of Research is responsible for keeping you up-to-date on your 
Tech Level, numbers of Laboratories and Scientists, and current Grant levels, 


Grants 
Most research draws from the Military Grant, which should be funded 
accordingly. Your generosity will be rewarded by new weapons and improved 
dfonse systems, Ile Civilian Grant funds research into environmental issues 
such as pollution contro and more efficient production methods. "The Grants will 
decrease over time, so remember to check periodically with the Head of Research 
and add more money as needed. Grants are funded on the Finance Screen. For 
formation, кес the section of this manual entitled FINANCE AND 
STRY. 


INDI 


Inventions 
When а new invention is created, a message appears on the screen explaining 
what the device is and how to use il. Many inventions take the form of new 
buildings which appear on the Buildings Screen, either as replacements for 


existing buildings or in addition to them. 
Bomb Detector 

Detects even the smallest trace of 
explosives. Once invented, these sensitive 
scanning devices are installed 
‘automatically throughout the colony to 
dete terrorists and enemy saboteurs, 
Compressed Fuel Tanks 

Safely store greater amounts of fuel under 
pressure, These tanks replace the existing. es efficient Fuel Tanks. 
Uses n sonar device to scan the entire surface of the planet for underground fuel 
deposits. Switch to Fuel Mode on the Map Screen to see all available fuel 
deposits 

Fusion Cruiser Spaceship 

"This muclear-powered Cruiser has a d 
refueling. These ships are constructed 
require both ore and weapons. 

HDX Missile Launcher 

Uses HDX (High Devastation eXplosive) to wreak havoc against the enemy 
Because of their smaller mass, these missiles also have u greater range. This 
‘weapon replaces the existing Missile Launcher. 

Hover Tank 

This new vehicle has superior armor and weapons, as well as the ability to hover 
just above the ground. This feature allows it to cross easily over space moss, 
rocky terrain, ice foes, and other landscape features that stop normal Tanks io. 
their tracks. Your existing Tank Yards will tool and immediately begin 
production of the new model 

Land Mine 

‘This intelligent device will detonate only when ao enemy land vehicle passes 
over it. Place land mines as you would any otber building- Mines cannot be 
moved once they are placed. 


tinct advantage in that jt never needs 
the same way as all other ships and 


ong Distance Radar 
The invention of high penetration microwaves gives this new device a greater 
range than standard radar. Long distance radar replaces the standard radar 
installation on the Buildings Sereen. 

Matter Transporter 

Automatically fuels Spaceships in light by drawing fuel f 
and beaming it on board. Must be built close to Fuel Tanks, 


igh-performance pulse laser to detect and destroy metears in deep space 
before they strike the colony. 


Morgro Hydroponics 
A more efficient means of growing tasty, nutritious food...you'd never know 
was pond scum — uh, 1 mean algae, This new and improved facility replaces the 
original Hydroponic dome on the Buildings Screen. 

Ore Detector. 

Scans beneath the surface of the planet for hidden ore deposits, which are now 
plainly visible. Switch to Ore Mode on the Map Screen to xe. ble 
deposits 

Plasma Gun 

А more powerful version of the good ol" Laser Turret, which it replaces on the 
Buildings Screen. 


Sol " 
"Thanks to superconductor technology. this new Solar Generator can produce 
twice as many power units as a normal Solar Panel, The new version replaces the 
‘old version on the Buildings Screen. 

Space Mass Converter 

Space moss is a strange type of fungus that appears on the surface of many 
planets and it prevents you from building wherever it grows. Now. scientists 
have discovered a way to extract life-giving oxygen from the moss, Space Moss 
Converters must be placed directly on top of the moss, The oxygen collected 
from the space moss will supplement the production of your existing Life 
Suppor facilities. 


Spy Satellite 
‘This early warning device makes radar obsolete, Once the satellite is in place, 
the Map Screen will show all enemy units in your sector, even if they are out 
the range of your current radar installations, 


За оцон 
This breakthrough in high-energy physics allows you to send Tanks immediately 
to the aren ofa potential enemy attack, Drive a Tank onto the Teleport, then 
switch to Information Mode and press the B Button to display the Teleport 
information panel. Simply select a Marker and the tank will transport 
птейшеіу to that locaton. Sure beats driving, doesn't it? 


ide 


en you establish colonies оп remote planets, the threat from deadly strains of 
bacterin and viruses is an occupational hazard. Alien races sometimes 
unleash these biological weapons on your colony in a devious attempt to crush 
the population and destroy morale. The funding of Civilian Grants allows 
Medies to develop an adaptable proto-onzyme that seeks out and attacks any new 
strain of virus, "This compound isthe basis for a new wonder vaccine that gives 
your colonists complete immunity. 


SAVE GAME 

‘To save the current game or select other game options, press the B Button to 
display the Hand cursor, then select the Save Game icon (the Computer Chip) at 
the bottom of the Main Screen and press the A Button to display the Save Game 
Panel, То select an option, use the Contro! Pad to highlight that option and then 
press the A Button, Your options are: 

START NEW GAME 

Select this option to start a new game, either on the same planet or on a different 
planet. When you select this option, the ist of planets appears. See the section 
on GETTING START 
SAVE CURRENT GAME 

Select this option to save the current game. ‘The words SAVE SUCCESSFUL. 
should appear on the screen. You may save only one game on your Game Pak. 
Saving a game will erase any previously saved game, 


ee 
PLAY SAVED GAM 
Select this option to exit the current 
game and load the saved game, 
MUSIC ONIOEE 
Select is option to togle the music on 
ШІ 


TROUBLESHOOTING GUIDE 
Ay igs le 

imone of mores, The following pude may hl you solv e problems 

You'll enoutr nthe dny-iorday uem of runna a colony. 


le to construct a building, 


. М on top of another building. 
. y М on top of a terrain feature or wreckage, 
+ You do not have enough money to build — try again ater. 


You do not have enough colonists to build — try again later 


‘The colonis: t 


we at a sporis ev 


ibtain information about a buildin 


+ You are not in Information Mode, Press the X Button until tle 
Question Mark cursor appears, ‘Phen position the cursor over a 
building and press the A But 


Too many colonists are dying 


+ CThe birth rate is set too low. Increase the birth rate through the 
information panel displayed when a Hospital is selected in 
Information Mode. 

+ There is insufficient food or air. Check with the Colony 
Administrator to review your stores. If you өгей more food, build 
Hydroponics domes. Ifyou need more air, build Life 
facilities 
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* Build more Hospitals to combat disease 
+ Your colony is overcrowded. Check the population density level with 
the Senior Psychiatrie Advisor. Build more Living Quarters if the 

population density is over 100. 
+ Colonists are being murdered. Build more Security headquarters 


The crime rate is high 
+ Construct more Security headquarters, ‘This will lower the crime rate 
within a few months 
* Raise the colonists! morale and Quality of Life. See the section of 
this manual entitled QUALITY OF LIFE for more information. 


No resenrch is taking place 


* Build more Laboratories, 
* Give more money to the Military and Civilian Grants. See the secti 
entitled FINANCE AND INDUSTRY for more information. 


Your Mines and/or Chemical Plants are not producing 


+ They are built on the wrong location, Use the Map Screen to locate are 
and fuel deposits. Make sure you are building Mines on top of ore 
deposits and Chemical Plants on top of fuel deposit 

+ Your Stoves and/or Fuel Tanks ane full, 


You cannot perform manual trade 


+ You have already performed manual trade this month, 
+ ‘The computers are down — wait for them lo be fixed, 
+ You have no active Command Center 


You keep being told to b 


more Stores. 


^ Your Stoves are overstocked with a particular item. Trade the surplus 
and cut production in a particular area if needed by demolishing the 
buildings associated with that item. бес the section on FINANCE, 
AND INDUSTRY for more information, 


No Tanks are being built 


* You do not have enough Ore or Weapons. Check your current stores on. 
the Finance Screen, ‘To produce more Ore, build more Mines (use the 
Мар Screen to make sure they're on top of Ore deposits). To produce 
more Weapons, build more Arms Laboratories . You also may buy these 
items on the open market, See the section on FINANCE AND. 
INDUSTRY for details, f 

* There are no open squares next to the Tank Yards 
spaces by moving a Tank or demolishing a building. 

+ You do not have an active Command Center, 

+ Youdo not have sufficient power. Build more Solar Panels or Power 
Stations, 


‘up one or more 


You cannot get а Tank to move 


* The route to the Marker is exceptionally complicated, Clear a path for 
the Tank or select a different Marker. 


No Spaceships are being built 


* Youdo not have enough Ore or Weapons, Check your current stores өп 
the Finance Screen. То produce more Ore, build more Mines (use the 
Мар Screen to make sure they're on top of Ore deposits), To produce 
more Weapons, build more Arms Laboratories. You also may buy these 
items on the open market, See the section on FINANCE AND. 
INDUSTRY for details, 

+ You have not given orders to build а Ship. See the sect 
DEFENDING YOUR COLONY for more information. 

+ You do not have a Launch Pad immediately next to the Ship Yard, 
Build a Launch Pad so the Ships can appear 

+ You do not have un active Command Center 

*+ You do not have sufficient power, Build more Solar Panels or 
Power Stations. 


Your Spaceships will not take off 


+The 
within eight squares f e La 


ae mo Fuel Tanks close to the Launch Pad, Build Fuel Tanks 
h Pad. 


* There is no fuel available. Use the Map Screen to ocate fuel deposits 
and build Chemical Plants on top of them, You may also trade 
surplus goods for fuel, 


Your Spaceships arc running out of fuel and crashing 


* You have not refueled recently. Your Ships will refuel automatically 
when you land on à Launch Pad, provided there are Fuel Tanks 
nearby and that you have an adequate supply of fuel. 

+ Your Fuel Tanks are too far away from the Launch Pad. Build Fuel 
Tanks within eight squares of the Launch Pad. 

+ Your Fuel Tanks are empty. Buy or produce more fuel. 

+ Your Ships are hovering, Land a Ship when not in use to 
conserve fuel 


GAME TIPS — THE JALECO 
MAJOR PLAYER'S HOTLINE 


If there's something you don't understand about your new Jaleco 
game, or if you're having problems with your Game Pak, or if you're. 
just plain stuck, you're welcome to call the Jaleco Major Player's 
Hotline between the hours of 8:30AM and 5:00PM Central time 
Monday through Friday (except holidays). One of our friendly game 
counselors will be happy to give you tips or help you out with any 
problems you're having. Here's the number to call 


708-215-2359 


Note: Normal telephone charges apply when you eall tte hotline number, Itis not a tll 
free call. Kids: get your pren's or guardian's permission to eall before dialing the Jaleco 
Major Payers Hotline! 


TAKING CARE OF YOUR 
JALECO GAME 


* This Jaleco Game Pak is a precision-crafted device 
with complex electronic circuitry. Avoid subjecting it 
to undue shock or extremes of temperature, Never 
attempt to open or dismantle the Game Pak, 

* Do not touch the terminal leads or allow them to come 
into contact with water or the game circuitry will be 
damaged, 

* Always make sure your Super NES Control Deck is 
SWITCHED OFF when inserting the Game Pak or 
removing it from the Super NES Control Deck. 


COMPLIANCE WITH FCC REGULATIONS 


‘This equipment generates and uses radio frequency energy and if not 
stalled and used properly, that is, in strict accordance with the 
manufacturer's instructions, may cause interference to radio and 
television reception. It has been type tested and found to comply 
with the limits for a Class B computing device in accordance with 
the specifications in Subpart J of Part 15 of FCC Rules, which are 
designed to provide reasonable protection against such interference 
in a residential installation. If this equipment does cause interference 
to radio or television reception, which can be determined by turning. 
the equipment off and on, the user is encouraged to try to correct the 
interference by one or more of the following measures: 


—  — Reorient the receiving antenna 

— Relocate the SNES with respect to the receiver 

— Move the SNES away from the receiver 

— Plug the SNES into a different outlet so that computer 
and receiver are on different circuits. 


1f necessary, the user should consult the dealer or an experienced 
radioftelevision technician for additional suggestions. The user may 
find the following booklet prepared by the Federal Communications 
Commission helpful: How to Identify and Resolve Radio/TV 
Interference Problems. This booklet is available from the U. S, 
Government Printing Office, Washington, DC 20402, Stock No. 
004-000-00345-4. 
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Watch for new Jaleco video games for the Super Nintendo 
Entertainment System © in coming months, And 
remember, Jaleco makes great video games for the 
Nintendo Entertainment System © and the 
Nintendo Game Boy 9 as well! 


JALECO USA INC. 
685 Chaddick Drive 
Wheeling, IL 60090. 


(708) 215-1811 (Main Office) 
(708) 215-2359 (Game Help) 


Jaleco 6 the Jaleco logo, and Brawl Brothers ™ аге 
registered trademarks and trademarks, respectively, of 
Jaleco USA Inc. Nintendo ®, Super Nintendo Entertainment 
System ©, Nintendo Entertainment System ® and Nintendo 
‘Game Boy Ф are registered trademarks of Nintendo of 
‘America Inc. © 1993 Jaleco USA Inc. All rights reserved. 


Printed in Japan. 


